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• A web-based game.  
• Designed for courses with a research 
and writing component. 
• Purpose: to teach undergraduate 
students information literacy skills 
and concepts. 
 
 
 
• What universities pilot-tested BiblioBouts?  
• Why Troy University Montgomery? 
The Four “Bouts” of BiblioBouts included:  
•  Donor – finding relevant source in databases. 
•  Closer – choosing one’s best sources. 
•  Tagging & Rating – rating and tagging sources they 
(the student) found as well as sources their classmates 
found. 
•  Best Bibliography – the end result of the game. 
 
 
1. Participate in BiblioBouts training. 
2. Collaborate with faculty (before, during & after 
the game).  
3. Teach students how to play BiblioBouts and use 
the library databases.  
4. Conduct focus group interviews with students. 
The library liaison was responsible for recruiting faculty 
members. The library liaison: 
1. Decided which department would be best suited to 
play the game based on criteria for BiblioBouts 
participation. 
2. Met with that department head. 
3. Contacted prospective faculty members.   
Before playing BiblioBouts  
• Faculty were encouraged to choose a broad topic 
(with many different aspects) for which there were 
digital resources in the library’s collection.  
• Each library liaison explained the timeframe for 
playing the game and was available to faculty 
members for assistance synchronizing his/her 
syllabus to the four bouts of BiblioBouts. 
• Each library liaison was available to help faculty 
with registration and to set them up as game 
administrator.  
 
Pre-game questions posed to faculty included 
information about: 
• Course learning objectives 
• Class writing assignment/paper 
• Expectations of the game 
 • Impact on students: Q: What do you think students 
learned as a result of playing the game? A: Quality 
sources and critical thinking skills. 
  
• Improving the game: Q: How could we improve 
the BiblioBouts game? A: Improve sign up 
procedures.  
 
BiblioBouts: 
 Has deadlines which helped motivate us.  
 Encourages disciplined and systematic research. 
 Involves researching collaboratively. 
 Introduces you to more (and better) sources.  
 
  Go to website http://www.bibliobouts.org 
 Play the Game! To play, type: 
 Your name: demo@bibiobouts.org 
 Your password: demo  
